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1
GAME DEVICE WITH FEATURE FOR
EXTENDING LIFE OF VARIABLE DISPLAYS
IN CONFIGURABLE GAME BUTTONS

CROSS REFERENCE TO RELATED
APPLICATIONS

This application is a U.S. national stage of International
Application No. PCT/US2007/014146, filed Jun. 15, 2007,
which is related to and claims priority to U.S. Provisional
Application No. 60/898,482, filed Jan. 31, 2007, and U.S.
Provisional Application No. 60/813,809, filed Jun. 15, 2006,
each of which is incorporated herein its entirety.

FIELD OF THE INVENTION

The present invention relates generally to gaming
machines, and methods for playing wagering games, and
more particularly, to a gaming system having a feature that
extends the life of and/or reduces the effect of long-term static
imaging in variable displays.

BACKGROUND OF THE INVENTION

Gaming machines, such as slot machines, video poker
machines and the like, have been a cornerstone of the gaming
industry for several years. Generally, the popularity of such
machines with players is dependent on the likelihood (or
perceived likelihood) of winning money at the machine and
the intrinsic entertainment value of the machine relative to
other available gaming options. Where the available gaming
options include a number of competing machines and the
expectation of winning at each machine is roughly the same
(or believed to be the same), players are likely to be attracted
to the most entertaining and exciting machines. Shrewd
operators consequently strive to employ the most entertaining
and exciting machines, features, and enhancements available
because such machines attract frequent play and hence
increase profitability to the operator. Therefore, there is a
continuing need for gaming machine manufacturers to con-
tinuously develop new games and improved gaming enhance-
ments that will attract frequent play through enhanced enter-
tainment value to the player.

One concept that has been successfully employed to
enhance the entertainment value of a game is the concept of a
“secondary” or “bonus” game that may be played in conjunc-
tion with a “basic” game. The bonus game may comprise any
type of game, either similar to or completely different from
the basic game, which is entered upon the occurrence of a
selected event or outcome in the basic game. Generally, bonus
games provide a greater expectation of winning than the basic
game and may also be accompanied with more attractive or
unusual video displays and/or audio. Bonus games may addi-
tionally award players with “progressive jackpot” awards that
are funded, at least in part, by a percentage of coin-in from the
gaming machine or a plurality of participating gaming
machines. Because the bonus game concept offers tremen-
dous advantages in player appeal and excitement relative to
other known games, and because such games are attractive to
both players and operators, there is a continuing need to
develop gaming machines with new types of bonus games to
satisfy the demands of players and operators.

Some gaming machines include an input device (e.g., a
push-button) that has an associated input-device display. An
exemplary display used as an input-device display is an
organic light emitting diode (OLED). One problem associ-
ated with current input-device displays is that they exhibit a
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burn-in effect (e.g., a gradual degradation of illuminated pix-
els) when a particular image is displayed for an extended
period of time. Similarly, another problem associated with
current input-device displays is that they tend to have a
reduced life because the particular image is continuously
displayed over extended periods of time.

Thus, a need exists for an improved apparatus and method
related to reduced burn-in effect and/or extended life of input-
device displays. The present invention is directed to satisfy-
ing one or more of these needs and solving other problems.

SUMMARY OF THE INVENTION

According to one aspect of the present invention, a user-
input button for a gaming device includes a movable member,
a variable display, and a controller. The movable member
activates a function associated with the user-input button. The
variable display is proximate the movable member and dis-
plays an image associated with the function of the user-input
button. The variable display includes a plurality of pixels for
displaying the image. The controller is coupled to the variable
display and is programmed to decrease the optical output of at
least some of the pixels when the gaming device is in a static
state.

According to another aspect of the invention, a method of
using a user-input button for a gaming device includes acti-
vating a function associated with the user-input button in
response to movement of a movable member associated with
the user-input button. The method further includes displaying
information associated with the function of the user-input
button via a plurality of pixels of a variable display. Optical
output of at least some of the pixels is decreased when the
gaming device is in a static state.

According to yet another aspect of the invention, a method
is directed to conducting a wagering game on a gaming device
having a plurality of user-input buttons. The method includes
actuating one of the plurality of user-input buttons to activate
a respective function of the gaming device. The method fur-
ther includes displaying an image on a variable display asso-
ciated with each of the plurality of user-input buttons,
wherein the image is displayed via a plurality of pixels of the
variable display. In response to the gaming device being in a
static state, illumination of the variable display associated
with at least one of the user-input buttons is discontinued
while illuminating the variable display of at least another one
of the user-input buttons.

According to yet another aspect of the invention, a com-
puter readable storage medium is encoded with instructions
for directing a gaming system to perform the above methods.

Additional aspects of the invention will be apparent to
those of ordinary skill in the art in view of the detailed
description of various embodiments, which is made with
reference to the drawings, a brief description of which is
provided below.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1a is a perspective view of a free standing gaming
machine embodying the present invention.

FIG. 156 is a perspective view of a handheld gaming
machine embodying the present invention.

FIG. 2 is a block diagram of a control system suitable for
operating the gaming machines of FIGS. 1a and 15.

FIG. 3 is an exploded isometric view of a button panel
system according to one embodiment of the present inven-
tion.
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FIG. 41s an enlarged exploded side view of the button panel
system of FIG. 3.

FIG. 5a is an exploded isometric view of a configurable
mechanical button panel according to another embodiment of
the present invention.

FIG. 55 is a side view of a mechanical button used in the
configurable mechanical button panel of FIG. 5a.

FIG. 6a is a schematic representation of an illuminated
button having a plurality of light sources that are shown in a
lit state, according to an alternative embodiment of the
present invention.

FIG. 6b shows the illuminated button of FIG. 6a having the
light sources in an unlit state.

FIG. 6¢ shows the illuminated button of FIG. 6a having
only about half of the light sources in a lit state.

FIG. 7a is a schematic representation of a plurality of
illuminated buttons in which only a first button is in a lit state
during a first time period, according to an alternative embodi-
ment of the present invention.

FIG. 76 shows the illuminated buttons of FIG. 7a during a
second time period in which only a second button is in the lit
state.

FIG. 7c shows the illuminated buttons of FIG. 7a during a
third time period in which only a third button is in the lit state.

FIG. 8a is a schematic representation of an illuminated
button indicating a “SPIN” function during a gaming session,
according to an alternative embodiment of the present inven-
tion.

FIG. 85 shows the illuminated button of FIG. 8a indicating
a “Smiley Face” image in response to the gaming machine
being in a static state.

FIG. 8¢ shows the “Smiley Face” image of FIG. 85 ina new
position on the illuminated button.

DETAILED DESCRIPTION

While this invention is susceptible of embodiment in many
different forms, there is shown in the drawings and will herein
be described in detail preferred embodiments of the invention
with the understanding that the present disclosure is to be
considered as an exemplification of the principles of the
invention and is not intended to limit the broad aspect of the
invention to the embodiments illustrated.

Referring to FIG. 1a, a gaming machine 10 is used in
gaming establishments such as casinos. With regard to the
present invention, the gaming machine 10 may be any type of
gaming machine and may have varying structures and meth-
ods of operation. For example, the gaming machine 10 may
be an electromechanical gaming machine configured to play
mechanical slots, or it may be an electronic gaming machine
configured to play a video casino game, such as blackjack,
slots, keno, poker, blackjack, roulette, etc.

The gaming machine 10 comprises a housing 12 and
includes input devices, including a value input device 18 and
a player input device 24. For output the gaming machine 10
includes a primary display 14 for displaying information
about the basic wagering game. The primary display 14 can
also display information about a bonus wagering game and a
progressive wagering game. The gaming machine 10 may
also include a secondary display 16 for displaying game
events, game outcomes, and/or signage information. While
these typical components found in the gaming machine 10 are
described below, it should be understood that numerous other
elements may exist and may be used in any number of com-
binations to create various forms of a gaming machine 10.

The value input device 18 may be provided in many forms,
individually or in combination, and is preferably located on
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the front of the housing 12. The value input device 18 receives
currency and/or credits that are inserted by a player. The value
input device 18 may include a coin acceptor 20 for receiving
coin currency (see FIG. 1a). Alternatively, or in addition, the
value input device 18 may include a bill acceptor 22 for
receiving paper currency. Furthermore, the value input device
18 may include a ticket reader, or barcode scanner, for reading
information stored on a credit ticket, a card, or other tangible
portable credit storage device. The credit ticket or card may
also authorize access to a central account, which can transfer
money to the gaming machine 10.

The player input device 24 comprises a plurality of push
buttons 26 on a button panel for operating the gaming
machine 10. In addition, or alternatively, the player input
device 24 may comprise a touch screen 28 mounted by adhe-
sive, tape, or the like over the primary display 14 and/or
secondary display 16. The touch screen 28 contains soft touch
keys 30 denoted by graphics on the underlying primary dis-
play 14 and used to operate the gaming machine 10. The touch
screen 28 provides players with an alternative method of
input. A player enables a desired function either by touching
the touch screen 28 at an appropriate touch key 30 or by
pressing an appropriate push button 26 on the button panel.
The touch keys 30 may be used to implement the same func-
tions as push buttons 26. Alternatively, the push buttons 26
may provide inputs for one aspect of the operating the game,
while the touch keys 30 may allow for input needed for
another aspect of the game.

The various components of the gaming machine 10 may be
connected directly to, or contained within, the housing 12, as
seen in FIG. 1a, or may be located outboard of the housing 12
and connected to the housing 12 via a variety of different
wired or wireless connection methods. Thus, the gaming
machine 10 comprises these components whether housed in
the housing 12, or outboard of the housing 12 and connected
remotely.

The operation of the basic wagering game is displayed to
the player on the primary display 14. The primary display 14
can also display the bonus game associated with the basic
wagering game. The primary display 14 may take the form of
a cathode ray tube (CRT), a high resolution LCD, a plasma
display, an LED, or any other type of display suitable for use
in the gaming machine 10. As shown, the primary display 14
includes the touch screen 28 overlaying the entire display (or
a portion thereof) to allow players to make game-related
selections. Alternatively, the primary display 14 of the gam-
ing machine 10 may include a number of mechanical reels to
display the outcome in visual association with at least one
payline 32. In the illustrated embodiment, the gaming
machine 10 is an “upright” version in which the primary
display 14 is oriented vertically relative to the player. Alter-
natively, the gaming machine may be a “slant-top” version in
which the primary display 14 is slanted at about a thirty-
degree angle toward the player of the gaming machine 10.

A player begins play of the basic wagering game by mak-
ing a wager via the value input device 18 of the gaming
machine 10. A player can select play by using the player input
device 24, via the buttons 26 or the touch screen keys 30. The
basic game consists of a plurality of symbols arranged in an
array, and includes at least one payline 32 that indicates one or
more outcomes of the basic game. Such outcomes are ran-
domly selected in response to the wagering input by the
player. At least one of the plurality of randomly-selected
outcomes may be a start-bonus outcome, which can include
any variations of symbols or symbol combinations triggering
a bonus game.
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In some embodiments, the gaming machine 10 may also
include a player information reader 52 that allows for identi-
fication of a player by reading a card with information indi-
cating his or her true identity. The player information reader
52 is shown in FIG. 1a as a card reader, but may take on many
forms including a ticket reader, bar code scanner, RFID trans-
ceiver or computer readable storage medium interface. Cur-
rently, identification is generally used by casinos for reward-
ing certain players with complimentary services or special
offers. For example, a player may be enrolled in the gaming
establishment’s loyalty club and may be awarded certain
complimentary services as that player collects points in his or
her player-tracking account. The player inserts his or her card
into the player information reader 52, which allows the casi-
no’s computers to register that player’s wagering at the gam-
ing machine 10. The gaming machine 10 may use the second-
ary display 16 or other dedicated player-tracking display for
providing the player with information about his or her
account or other player-specific information. Also, in some
embodiments, the information reader 52 may be used to
restore game assets that the player achieved and saved during
a previous game session.

Depicted in FIG. 15 is a handheld or mobile gaming
machine 110. Like the free standing gaming machine 10, the
handheld gaming machine 110 is preferably an electronic
gaming machine configured to play a video casino game such
as, but not limited to, blackjack, slots, keno, poker, blackjack,
and roulette. The handheld gaming machine 110 comprises a
housing or casing 112 and includes input devices, including a
value input device 118 and a player input device 124. For
output the handheld gaming machine 110 includes, but is not
limited to, a primary display 114, a secondary display 116,
one or more speakers 117, one or more player-accessible
ports 119 (e.g., an audio output jack for headphones, a video
headset jack, etc.), and other conventional /O devices and
ports, which may or may not be player-accessible. In the
embodiment depicted in FIG. 154, the handheld gaming
machine 110 comprises a secondary display 116 that is rotat-
able relative to the primary display 114. The optional second-
ary display 116 may be fixed, movable, and/or detachable/
attachable relative to the primary display 114. Either the
primary display 114 and/or secondary display 116 may be
configured to display any aspect of a non-wagering game,
wagering game, secondary games, bonus games, progressive
wagering games, group games, shared-experience games or
events, game events, game outcomes, scrolling information,
text messaging, emails, alerts or announcements, broadcast
information, subscription information, and handheld gaming
machine status.

The player-accessible value input device 118 may com-
prise, for example, a slot located on the front, side, or top of
the casing 112 configured to receive credit from a stored-
value card (e.g., casino card, smart card, debit card, credit
card, etc.) inserted by a player. In another aspect, the player-
accessible value input device 118 may comprise a sensor
(e.g., an RF sensor) configured to sense a signal (e.g., an RF
signal) output by a transmitter (e.g., an RF transmitter) car-
ried by a player. The player-accessible value input device 118
may also or alternatively include a ticket reader, or barcode
scanner, for reading information stored on a credit ticket, a
card, or other tangible portable credit or funds storage device.
The credit ticket or card may also authorize access to a central
account, which can transfer money to the handheld gaming
machine 110.

Still other player-accessible value input devices 118 may
require the use of touch keys 130 on the touch-screen display
(e.g., primary display 114 and/or secondary display 116) or
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player input devices 124. Upon entry of player identification
information and, preferably, secondary authorization infor-
mation (e.g., a password, PIN number, stored value card
number, predefined key sequences, etc.), the player may be
permitted to access a player’s account. As one potential
optional security feature, the handheld gaming machine 110
may be configured to permit a player to only access an
account the player has specifically set up for the handheld
gaming machine 110. Other conventional security features
may also be utilized to, for example, prevent unauthorized
access to a player’s account, to minimize an impact of any
unauthorized access to a player’s account, or to prevent unau-
thorized access to any personal information or funds tempo-
rarily stored on the handheld gaming machine 110.

The player-accessible value input device 118 may itself
comprise or utilize a biometric player information reader
which permits the player to access available funds on a play-
er’s account, either alone or in combination with another of
the aforementioned player-accessible value input devices
118. In an embodiment wherein the player-accessible value
input device 118 comprises a biometric player information
reader, transactions such as an input of value to the handheld
device, a transfer of value from one player account or source
to an account associated with the handheld gaming machine
110, or the execution of another transaction, for example,
could all be authorized by a biometric reading, which could
comprise a plurality of biometric readings, from the biometric
device.

Alternatively, to enhance security, a transaction may be
optionally enabled only by a two-step process in which a
secondary source confirms the identity indicated by a primary
source. For example, a player-accessible value input device
118 comprising a biometric player information reader may
require a confirmatory entry from another biometric player
information reader 152, or from another source, such as a
credit card, debit card, player ID card, fob key, PIN number,
password, hotel room key, etc. Thus, a transaction may be
enabled by, for example, a combination of the personal iden-
tification input (e.g., biometric input) with a secret PIN num-
ber, or a combination of a biometric input with a fob input, or
a combination of a fob input with a PIN number, or a combi-
nation of a credit card input with a biometric input. Essen-
tially, any two independent sources of identity, one of which
is secure or personal to the player (e.g., biometric readings,
PIN number, password, etc.) could be utilized to provide
enhanced security prior to the electronic transfer of any funds.
In another aspect, the value input device 118 may be provided
remotely from the handheld gaming machine 110.

The player input device 124 comprises a plurality of push
buttons on a button panel for operating the handheld gaming
machine 110. In addition, or alternatively, the player input
device 124 may comprise a touch screen mounted to a pri-
mary display 114 and/or secondary display 116. In one
aspect, the touch screen is matched to a display screen having
one or more selectable touch keys 130 selectable by a user’s
touching of the associated area of the screen using a finger or
a tool, such as a stylus pointer. A player enables a desired
function either by touching the touch screen at an appropriate
touch key 130 or by pressing an appropriate push button 126
on the button panel. The touch keys 130 may be used to
implement the same functions as push buttons 126. Alterna-
tively, the push buttons may provide inputs for one aspect of
the operating the game, while the touch keys 130 may allow
for input needed for another aspect of the game. The various
components of the handheld gaming machine 110 may be
connected directly to, or contained within, the casing 112, as
seen in FIG. 15, or may be located outboard of the casing 112



US 9,076,282 B2

7

and connected to the casing 112 via a variety of hardwired
(tethered) or wireless connection methods. Thus, the hand-
held gaming machine 110 may comprise a single unit or a
plurality of interconnected parts (e.g., wireless connections)
which may be arranged to suit a player’s preferences.

The operation of the basic wagering game on the handheld
gaming machine 110 is displayed to the player on the primary
display 114. The primary display 114 can also display the
bonus game associated with the basic wagering game. The
primary display 114 preferably takes the form of a high reso-
Iution LCD, a plasma display, an LED, or any other type of
display suitable for use in the handheld gaming machine 110.
The size of the primary display 114 may vary from, for
example, about a 2"-3" display to a 15" or 17" display. In at
least some aspects, the primary display 114 is a 7"-10" dis-
play. As the weight of and/or power requirements of such
displays decreases with improvements in technology, it is
envisaged that the size of the primary display may be
increased. Optionally, coatings or removable films or sheets
may be applied to the display to provide desired characteris-
tics (e.g., anti-scratch, anti-glare, bacterially-resistant and
anti-microbial films, etc.). In at least some embodiments, the
primary display 114 and/or secondary display 116 may have
a 16:9 aspect ratio or other aspect ratio (e.g., 4:3). The pri-
mary display 114 and/or secondary display 116 may also each
have different resolutions, different color schemes, and dif-
ferent aspect ratios.

As with the free standing gaming machine 10, a player
begins play of the basic wagering game on the handheld
gaming machine 110 by making a wager (e.g., via the value
input device 18 or an assignment of credits stored on the
handheld gaming machine via the touch screen keys 130,
player input device 124, or buttons 126) on the handheld
gaming machine 110. In at least some aspects, the basic game
may comprise a plurality of symbols arranged in an array, and
includes at least one payline 132 that indicates one or more
outcomes of the basic game. Such outcomes are randomly
selected in response to the wagering input by the player. At
least one of the plurality of randomly selected outcomes may
be a start-bonus outcome, which can include any variations of
symbols or symbol combinations triggering a bonus game.

In some embodiments, the player-accessible value input
device 118 of the handheld gaming machine 110 may double
as a player information reader 152 that allows for identifica-
tion of a player by reading a card with information indicating
the player’s identity (e.g., reading a player’s credit card,
player ID card, smart card, etc.). The player information
reader 152 may alternatively or also comprise a bar code
scanner, RFID transceiver or computer readable storage
medium interface. In one presently preferred aspect, the
player information reader 152, shown by way of example in
FIG. 15, comprises a biometric sensing device.

Turning now to FIG. 2, the various components of the
gaming machine 10 are controlled by a central processing unit
(CPU) 34, also referred to herein as a controller or processor
(such as a microcontroller or microprocessor). To provide
gaming functions, the controller 34 executes one or more
game programs stored in a computer readable storage
medium, in the form of memory 36. The controller 34 per-
forms the random selection (using a random number genera-
tor (RNG)) of an outcome from the plurality of possible
outcomes of the wagering game. Alternatively, the random
event may be determined at a remote controller. The remote
controller may use either an RNG or pooling scheme for its
central determination of a game outcome. It should be appre-
ciated that the controller 34 may include one or more micro-
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processors, including but not limited to a master processor, a
slave processor, and a secondary or parallel processor.

The controller 34 is also coupled to the system memory 36
and a money/credit detector 38. The system memory 36 may
comprise a volatile memory (e.g., a random-access memory
(RAM)) and a non-volatile memory (e.g., an EEPROM). The
system memory 36 may include multiple RAM and multiple
program memories. The money/credit detector 38 signals the
processor that money and/or credits have been input via the
value input device 18. Preferably, these components are
located within the housing 12 of the gaming machine 10.
However, as explained above, these components may be
located outboard of the housing 12 and connected to the
remainder of the components of the gaming machine 10 viaa
variety of different wired or wireless connection methods.

As seenin FI1G. 2, the controller 34 is also connected to, and
controls, the primary display 14, the player input device 24,
and a payoff mechanism 40. The payoff mechanism 40 is
operable in response to instructions from the controller 34 to
award a payoff to the player in response to certain winning
outcomes that might occur in the basic game or the bonus
game(s). The payoft may be provided in the form of points,
bills, tickets, coupons, cards, etc. For example, in FIG. 1a, the
payoff mechanism 40 includes both a ticket printer 42 and a
coin outlet 44. However, any of a variety of payoff mecha-
nisms 40 well known in the art may be implemented, includ-
ing cards, coins, tickets, smartcards, cash, etc. The payoff
amounts distributed by the payotf mechanism 40 are deter-
mined by one or more pay tables stored in the system memory
36.

Communications between the controller 34 and both the
peripheral components of the gaming machine 10 and exter-
nal systems 50 occur through input/output (I/O) circuits 46,
48. More specifically, the controller 34 controls and receives
inputs from the peripheral components of the gaming
machine 10 through the input/output circuits 46. Further, the
controller 34 communicates with the external systems 50 via
the 1/O circuits 48 and a communication path (e.g., serial,
parallel, IR, RC, 10bT, etc.). The external systems 50 may
include a gaming network, other gaming machines, a gaming
server, communications hardware, or a variety of other inter-
faced systems or components. Although the /O circuits 46,
48 may be shown as a single block, it should be appreciated
that each of the 1/O circuits 46, 48 may include a number of
different types of 1/O circuits.

Controller 34, as used herein, comprises any combination
ot hardware, software, and/or firmware that may be disposed
or resident inside and/or outside of the gaming machine 10
that may communicate with and/or control the transfer of data
between the gaming machine 10 and a bus, another computer,
processor, or device and/or a service and/or a network. The
controller 34 may comprise one or more controllers or pro-
cessors. In FIG. 2, the controller 34 in the gaming machine 10
is depicted as comprising a CPU, but the controller 34 may
alternatively comprise a CPU in combination with other com-
ponents, such as the I/O circuits 46, 48 and the system
memory 36. The controller 34 may reside partially or entirely
inside or outside of the machine 10. The control system for a
handheld gaming machine 110 may be similar to the control
system for the free standing gaming machine 10 except that
the functionality of the respective on-board controllers may
vary.

The gaming machines 10,110 may communicate with
external systems 50 (in a wired or wireless manner) such that
each machine operates as a “thin client,” having relatively less
functionality, a “thick client,” having relatively more func-
tionality, or through any range of functionality therebetween.
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As a generally “thin client,” the gaming machine may operate
primarily as a display device to display the results of gaming
outcomes processed externally, for example, on a server as
part of the external systems 50. In this “thin client” configu-
ration, the server executes game code and determines game
outcomes (e.g., with a random number generator), while the
controller 34 on board the gaming machine processes display
information to be displayed on the display(s) of the machine.
In an alternative “thicker client” configuration, the server
determines game outcomes, while the controller 34 on board
the gaming machine executes game code and processes dis-
play information to be displayed on the display(s) of the
machines. In yet another alternative “thick client” configura-
tion, the controller 34 on board the gaming machine 110
executes game code, determines game outcomes, and pro-
cesses display information to be displayed on the display(s)
of'the machine. Numerous alternative configurations are pos-
sible such that the aforementioned and other functions may be
performed onboard or external to the gaming machine as may
be necessary for particular applications. It should be under-
stood that the gaming machines 10,110 may take on a wide
variety of forms such as a free standing machine, a portable or
handheld device primarily used for gaming, a mobile tele-
communications device such as a mobile telephone or per-
sonal daily assistant (PDA), a counter top or bar top gaming
machine, or other personal electronic device such as a por-
table television, MP3 player, entertainment device, etc.

Turning now to FIG. 3, a button panel system 300 includes
a button panel assembly 302 and a printed circuit board
assembly 304. The button panel assembly 302 includes a
button panel 306 and actuator assemblies 310, 312, 314, 316,
316, 318, 320 (hereinafter referred to as “310-320”) while the
printed circuit board assembly 304 includes a printed circuit
board 321, switch assemblies 322, 324, 326 (hereinafter
referred to as “322-326) and an electrical connector 328.
Fourteen actuator assemblies 310-320 and fourteen corre-
sponding switch assemblies 322-326 are depicted in FIG. 3.

Referring to FIG. 4, which shows an enlarged exploded
side view ofthe button panel system 300, the actuator assem-
blies 310-320 are assembled on the button panel 306. The
switch assemblies 322-326 and the electrical connector 328
(shown in FIG. 3) are assembled on the printed circuit board
321.

Referring to FIGS. 3 and 4, each actuator assembly
includes a lens 310, an actuator 312, a compression spring
314, a bezel 316, an optional plastic spacer 318, and a plastic
nut 320. When the button panel assembly 302 is in an
assembled form, the compression spring 314 is contained
within the bezel 316 between a lower shelf formed by the
bezel 316 and an upper square portion of the actuator 312. In
the illustrated embodiment, the actuator 312 includes the
upper square portion and three arms extending downward
from the upper square portion. It is contemplated, however,
that the actuator 312 may have various other forms, so long as
the actuator 312 is capable of actuating the switch 326.

When the button panel assembly 302 is in its assembled
form, the lens 310 is secured to the upper square portion of the
actuator 312 and extends upward above the bezel 316. The
lens 310 contains a printed label describing the function of the
associated button and is the portion of the button pressed by a
player to cause the gaming device to perform that function.
The lens 310 also serves to diffuse light emitted by a light
source 322, which is one of the components of the switch
assembly 322-326 connected to the printed circuit board 321.
The light source 322 can be a lamp, a light-emitting diode
display such as an organic light-emitting diode (“OLED”)
display, a multi-color display, or other suitable source of light
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display. An OLED display includes, in general, numerous
independently lit organic light-emitting diodes (“OLEDs”),
which are also referred to as pixels of the display. The OLEDs
can be independently controlled. For example each one of the
OLEDs can be lit or unlit independent of each other, or can be
programmed to output a specific level of optical intensity that
is selected from a plurality of optical intensity levels.

The bezel 316 is inserted into a corresponding aperture
formed by the button panel 306 and is secured to the button
panel 306 by the nut 320, which is threadably engaged to a
threaded outer surface of the bezel 316 below the spacer 318.
The spacer 318 may located immediately beneath the button
panel 306 as shown, or may alternatively be located immedi-
ately above the button panel 306 to raise the button further
above the button panel 306. To retain the actuator within the
actuator assembly 310-320 and thereby prevent removal
thereof, the lowermost ends of the respective arms of the
actuator 312 are turned outward such that these ends abut a
lowermost surface of the bezel 316 when the lens 310 has not
been pressed.

Each switch assembly 322-326 includes the light source
322, a socket 324, and a switch 326. Because the socket 324
and the switch 326 are soldered to the printed circuit board
321, these components are depicted in the drawings as
already being attached to the printed circuit board 321. When
the printed circuit board assembly 304 is assembled, the light
source 322 is secured within the socket 324 which, in turn, is
secured to the printed circuit board 321. The socket 324
extends upward from the printed circuit board 321 and
between the arms of the actuator 312. The upper square por-
tion of the actuator 312 forms an aperture to allow light from
the light source 322 within the socket 324 to pass there-
through and illuminate the lens 310. The switch 326 is
secured to the printed circuit board 321 at a location adjacent
to the socket 324 and beneath one of the arms of the actuator
312. Although the switch 326 is illustrated as a “pancake-
type” mechanical switch, it is contemplated that the switch
326 may take various other forms such as a proximity switch
or an optical switch.

Turning now to FIG. 5a, according to an alternative
embodiment of the present invention the player input device
24 includes a button panel 500, a plurality of mechanical
buttons 502, a light-source panel 504 (e.g., an OLED panel),
a support panel 506, a control cable 508, and a lighting cable
510. The button panel 500 contains multiple mechanical but-
tons 502 and is electrically connected to a power supply and
controller via the lighting cable 510. The lighting cable 510
provides power to optional lighting elements that are used to
illuminate the buttons 502 in addition to the light-source
panel 504. In some cases, the lighting cable 510 also provides
signaling from the primary controller to a secondary control-
ler on or in close proximity to the button panel 500, wherein
the secondary controller controls lighting effects on the but-
ton panel 500.

The button panel 500 is connected to the support panel 506,
which is also used to position the light-source panel 504. The
light-source panel 504 receives power and receives and sends
signals via the control cable 508. The light-source panel 504
is positioned between the button panel 500 and the support
panel 506, and can be configured as a single switch with a
single associated button 502 to accommodate a single func-
tion. The light-source panel 504 can also be configured to
have multiple switches (e.g., as illustrated in FIG. 5a: “SPIN,”
“BET,” “MAX BET,” and “HELP”) via the plurality of but-
tons 502 to accommodate multiple functions.

The location of the switches on the light-source panel 504
is configurable, and may be done prior to the start of play or
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dynamically during play. Multiple switches can be config-
ured on the light source 504 and an equal number of buttons
502 can be arranged to correspond with each location or
switch. Once assembled, the button panel 500 is parallel to the
light source 504.

Referring to FIG. 54, a side view of a button 502 on the
button panel 500 is shown. Indicia presented on a button cap
512 provides the player with information about the purpose
and function of the button 502. The indicia presented on or
through the button cap 512 can have any form (e.g., insert,
liquid crystal display (LCD), OLED, multi-color display,
etc.), or be formed through various means (e.g., etching,
screening, etc.). The button cap 512 is inserted into a bezel
514 that is connected to the button panel 500 and a button
body 519.

The buttons 502 can be backlit using various lighting meth-
ods. For example, the buttons 502 include lighting elements
such as a lamp 518 that is placed within the button body 519.
The lamp 518 can be an OLED display or any other suitable
source of light display. An actuator 516 is connected to the
button cap 512 through the button body 519. The tip of the
actuator 516 is a stylus nib 517 that is made, for example,
from a soft material such as rubber or nylon. The stylus nib
517 is the component of the mechanical button 502 that
contacts the surface of light source 504. To initiate a function,
the player presses the button cap 512 on button 502. As the
button cap 512 moves away from the player, or downward, the
actuator 516 and the stylus nib 517 move down and contact
the light source 504. The distance required for the actuator
516 to travel to reach the light source 504 can be any distance
deemed necessary to cause the contact and to achieve the
result of altering the voltage or electrical signal at the point of
contact on the light source 504 by the stylus nib 507.

Additional aspects of the button 502 may include an inter-
nal mechanical device producing a “clicking” sound or tactile
sensation. One advantage of the buttons 502 is that it allows a
relatively quick reconfiguration of the buttons 502 to meet
requirements of a new game offering or a specific casino
request. If, for example, the mechanical buttons 502 are con-
figured with an LCD for displaying indicia and the mechani-
cal buttons 502 received signaling through the lighting cable
510, a new game offering could automatically reconfigure the
button panel 500 including the indicia presented on the
mechanical buttons 502. As the new game is loaded, signals
are sent to the button panel 500 to configure the buttons 502.
Specific positions on the light source 504 would correspond
to the intended use of the buttons 502. After the new game is
loaded, the new functions of the new game are initiated by
signals that are received from specific positions on the light
source 504.

To extend the life of a button display and reduce bum-in
effects (i.e., a gradual degradation of illuminated pixels over
time) various techniques can be used when using displays that
have independently illuminated lights (or pixels), such as
OLED displays. One technique provides dim or blank buttons
when the machine on which the buttons are installed is not
being used. For example, if the buttons are used in a gaming
machine the buttons are dim or blank when the gaming
machine is in a static state. The drawings described below
provide a few examples of some of the techniques used to
extend the life of a button display.

Referring to FIGS. 6a-6¢, a top view representation of an
illuminated button 600 shows numerous pixels 602 of an
OLED-type display. The illuminated button 600 can be used
in any button on the button panel of the player input device 24
described above in reference to FIGs. 1-556. Although other
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types of displays may be used, the examples provided below
will refer specifically to OLED-type displays.

The illuminated button 600 is illustrated in FIG. 6a in a
“lit” state, wherein the pixels 602a of the OLED display are
all lit. In FIG. 65, the button 600 is illustrated in an “off” state,
wherein the pixels 60256 of the OLED display are all off (or
non-illuminated). In addition to being able to switch the opti-
cal output of the pixels between the “lit” state and the “oft”
state, the level of optical output to the pixels can be increased
or decreased to a desired level that is selected from a plurality
of optical output levels.

In FIG. 6c¢, the button 600 is illustrated in a “dim” state,
wherein approximately half of the pixels 602a are lit and
approximately half of the pixels 6025 are off. Any number of
the pixels can be selected to be lit or off, as long as some pixels
are lit and some pixels are off. Alternatively, all the pixels 602
can be programmed to illuminate at a lower level than their
maximum range of optical output (e.g., at halftheir maximum
range of optical output) to provide the “dim” state.

Optionally, the lit pixels 602a can remain lit for a prede-
termined period of time after which the lit pixels 602a are
turned off. When the lit pixels 602a are turned off, the off
pixels 6024 are lit. By alternating a number of pixels between
the “lit” state and the “off” state the overall life of the display
of the illuminated button 600 is extended.

Referring to FIGS. 7a-7¢c, a top view representation shows
a first illuminated button 700, a second illuminated button
702, and a third illuminated button 704 (collectively referred
to as “illuminated buttons 700-704”). Similar to the illumi-
nated button 600, the illuminated buttons 700-704 can be used
in any button on the button panel of the player input device 24
described above in reference to FIGS. 1-54. Each of the
illuminated buttons 700-704 includes numerous pixels that
alternate between a “lit” state and an “off”’ state. To extend the
life of the illuminated displays, another exemplary technique
cycles through the illuminated buttons 700-704 when the
machine on which the illuminated buttons 700-704 are
installed is in a static state. A full cycle of alternating buttons
is described in more detail below,.

In FIG. 7a, during a first time period, the first illuminated
button 700 is shown in the “lit” state, wherein its pixels 702a
are all lit. The second and third illuminated buttons 702, 704
are shown in the “off” state, wherein their respective pixels
7085, 7105 are all off. In FIG. 7b, during a second time
period, the first and third illuminated buttons 700, 704 are
shown in the “off” state, wherein their respective pixels 7065,
7105 are all off. The second illuminated button 702 is shown
in the “lit” state, wherein its pixels 708a are all lit. In FIG. 7¢,
during a third time period, the first and second illuminated
buttons 700, 702 are shown in the “off” state, wherein their
respective pixels 7065, 7085 are all off, and the third illumi-
nated button 704 is shown in the “lit” state, wherein its pixels
710a are all lit. Accordingly, the illuminated buttons 700-704
alternate between the “lit” state and the “off” state as each
button is cycled through for a predetermined period of time.

Alternatively, other cycling and lighting patterns can be
used. For example, instead of having a single button of the
illuminated buttons 700-704 in the “lit” state during a par-
ticular time period, two buttons of the illuminated buttons
700-704 can be in the “lit” state during the same time period.
Optionally, the time periods during which the illuminated
buttons 700-704 remain in either the “lit” state or the “off”
state can be randomly selected, can vary from one cycle to a
subsequent cycle, and can be different for each button. For
example, during a first cycle, the first illuminated button 700
can be programmed to remain in the “off” state for one
minute, the second illuminated button 702 can be pro-
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grammed to remain in the “off” state for thirty seconds, and
the third illuminated button 704 can be programmed to
remain in the “oft” state for a randomly selected period of
time (which can be selected from, e.g., one second to ten
minutes). In a second cycle, the first illuminated button 700
can be programmed to remain in the “off” state for two
minutes, the second illuminated button 702 can be pro-
grammed to remain in the “oft” state for one minute, and the
third illuminated button 704 can be programmed to remain in
the “off” state for fifteen seconds. The alternation between the
“lit” and “off” states of the illuminated buttons 700-704 can
result in overlapping the states of the buttons, wherein all the
buttons may be in the same state for a particular period of
time. According to other alternative embodiments, the num-
ber of pixels that alternate between the “lit” state and the “off”
state (for each of the illuminated buttons 700-704) can vary in
accordance with the technique described above in reference
to FIGS. 6a-6¢.

Referring to FIGS. 8a-8¢, a top view representation of an
illuminated button 800 shows numerous pixels that are either
lit pixels 802a or off pixels 8025. The lit pixels 802a are in a
“lit” state and the off pixels 8025 are in an “off” state. To
extend the display life of the illuminated button 800, various
display animations or sequences are displayed when the gam-
ing device to which the illuminated button 800 is coupled is in
a static state. The animations or sequences would preferably
have a minimum number of lit pixels to extend the life of the
display. The illuminated button 800 can be used in any button
on the button panel of the player input device 24 described
above in reference to FIGS. 1-55.

FIG. 8a shows a function associated with the illuminated
button 800. Specifically, a player is notified that he or she can
“SPIN” a plurality of reels by pressing the illuminated button
800. All the pixels defining the term “SPIN are lit pixels
802a, while all the remaining pixels are off pixels 8025.
Alternatively, all the pixels defining the term “SPIN” can be
off pixels 8025, while all the remaining pixels can be lit pixels
802a.

In FIG. 85, the gaming machine is now in a static state.
Accordingly, the number of lit pixels 802a has been reduced
by showing an image that requires less pixels. Specifically, a
“Smiley” face is now indicated on the illuminated button 800.
The number of lit pixels 8024« is much lower than the number
of'lit pixels 802a shown in FIG. 84 when the function “SPIN”
is displayed on the illuminated button 800.

In FIG. 8¢, the “Smiley” face is now shifted—during a
subsequent time period to the time period represented in FIG.
8b—within the illuminated button 800 so that different pixels
are now lit. The shifting of the “Smiley Face” image allows
for the pixels to be mostly in the “off” state so that the same
pixels are not in constant use. The “Smiley Face” image can
shift continuously or periodically. For example, the “Smiley
Face” image can be an animation that moves continuously or
can include a plurality of “Smiley Face” image snapshots that
appear in various places of the illuminated button 800 at
different times. Alternatively, according to other techniques,
an image displayed on the illuminated button 800 can be
rotated anywhere on the display.

In an alternative embodiment of the present invention, the
illuminated button 800 displays an image to indicate that it
has been actuated (i.e., pressed by the player). For example,
before the player presses the illuminated button 800 the
“SPIN” function is indicated as shown in FIG. 8a. After the
player presses the illuminated button 800, the “Smiley Face”
image that is shown in FIG. 85 appears to indicate that the
illuminated button 800 has been pressed. Alternatively,
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instead of a new image the illuminated button 800 can display
a darker or an offset image to indicate that the illuminated
button 800 has been pressed.

According to another example, the gaming machine
includes one or more illuminated buttons 800 that dynami-
cally display functions of the wagering game. For example,
the buttons 800 can display to the player the appropriate line
count, a “Bet per Line” option,” a “Max Bet” option, or a
“Repeat Bet” option. The functions associated with each of
the illuminated buttons 800 can change when a multi-game
wagering session occurs or when new games are downloaded
and become active. Thus, the illuminated buttons 800 can be
reprogrammed to activate other functions of the same game or
new functions of a new game.

During regular play, the illuminated buttons 800 initially
display a graphical image, such as text, that identifies the
associated function. For example, the “Repeat Bet” button
800 displays the text “Repeat Bet.” When the respective func-
tion is activated or when a bonus game or bonus feature
occurs, the graphical image displayed by the respective but-
ton 800 changes. For example, when the player spins the reels
the text “Repeat Bet” displayed by the respective button 800
changes to display an animation that shows the text “Spin-
ning” and three spinning reels. In another example, when the
player plays a bonus game or a bonus feature, the “Repeat
Bet” button 800 displays the specific bonus game or bonus
feature.

The illuminated buttons 800 can be configured to display
an animation that cycles based on a configurable time period.
For example, all the illuminated buttons 800 are configured to
cycle through three different animations every two minutes. A
first animation, for example, can be a “WMS” logo that
moves across one or more of the buttons 800 from left to right
in a staggered fashion, to simulate a wave appearance across
the button panel. After two minutes, the animation changes to
a second animation, which is an animation sequence that first
shows the text “Welcome,” then the text “Welcome to,” then
the text “Welcome to G2E,” and then the text “Welcome to
G2E 2006.” Thus, the full text message is not displayed until
the last step of the animation sequence. After two minutes, the
second animation changes to a third animation, which is a
scrolling animation that displays the text “WAGE-NET”
across one or more of the buttons 800. The scrolling anima-
tion is staggered from right to left to simulate a wave appear-
ance across the button panel.

Alternatively, if using a multi-color display, the life of the
display can be extended by cycling the color of the displayed
image. The multi-color display uses two or more light-emit-
ting elements per pixel such that each light-emitting element
produces a different color. Each of the light-emitting ele-
ments can be placed in a “lit” state, an “off” state, or adjusted
to a desire level of optical output as discussed above in ref-
erence to FIGS. 6a-8c. For example, the term “SPIN”
depicted in FIG. 8a can be cycled by initially displaying it in
a blue color during a first time period, changing it to a green
color during a second time period, and, changing itto ayellow
color during a third time period.

The cycling of colors can be gradual, sudden, continuous,
or intermittent. Because some colors may be known to
degrade at a faster or slower rate than other colors, the con-
troller 34 can be programmed to cycle colors in a manner that
decreases the usage of the color or colors that degrade most
quickly. For example, the controller 34 can be programmed to
cycle the colors such that the period of time that each color is
used is inversely proportional to the anticipated life expect-
ancy of that particular color.
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In alternative embodiments, the controller 34 can be pro-
grammed to provide burn-in compensation for any of the
displays described above. For example, according to one
method the controller 34 tracks the accumulated usage of at
least some of the light-emitting elements. The controller 34
can track each light-emitting element individually, or it can
use a sample of the light-emitting elements to compensate
zones or regions of the display. The controller 34 models, or
calculates, degradation of the light-emitting elements based
on a predetermined degradation data, which can be repre-
sented using a formula or a table. Based on the calculated
degradation, the controller 34 increases the optical output of
the more degraded light-emitting elements and/or decreases
the optical output of the less degraded light-emitting ele-
ments. The increase and/or decrease of the optical output
helps in achieving better uniformity over the entire display.

If the controller 34 tracks a sample of the light-emitting
elements, the sample of the light-emitting elements can be
uniformly distributed on the display. Alternatively, the loca-
tions of the sample light-emitting elements can be concen-
trated in one or more areas that are expected to receive a
higher use, e.g., in the center of the display.

In alternative embodiments, the buttons of the present
invention (e.g., buttons 800) can be associated with various
audio output. For example, the buttons can be associated with
music, audio clips, etc. Optionally, the buttons can display
information (including animations) corresponding to a par-
ticular sound. For example, an animation of a person holding
a trophy can be displayed generally simultaneously with
sounds of applause. In another example, actions on the dis-
play modify a sound used at a specific button (e.g., a swinging
sword produces a metallic sound when it hits a metal surface
and a wooden sound when it hits a wooden surface).

In other embodiments, the sounds associated with a respec-
tive button are dependent on the amount of pressure, rate,
and/or speed being applied to the button. For example, when
pressing a button to accelerate a car the sound will be a slight
murmur if the button receives a slight push and a loud
screeching sound if the button receives a hard push.

The sound associated with a respective button can also
provide audio feedback between a correct decision and a
wrong decision. For example, pressing a correct button will
play an applause sound, while pressing a wrong button will
play a booing sound.

Optionally, pressing buttons in different sequences or
pressing multiple buttons simultaneously can cause them to
play different sounds. For example, pressing button A first
and button B second will cause a soft sound, pressing button
B first and button A second will cause a louder sound, and
pressing button A and B simultaneously will cause an
extremely loud sound.

A button state can define the sound it plays. For example, if
a button is in a green-lit mode the button will cause a positive
click-sound when pressed. However, if the button is in a
red-lit mode the button will cause a negative click-sound
when pressed.

When outputting audio information, the buttons can
optionally use dedicated sound output devices. For example,
each one of a plurality of buttons can include its own speaker
for outputting specific sounds. Accordingly, each button can
output sounds associated with corresponding functions of the
button. For example, a player is required to press button A to
swing a sword and button B to fire a gun. When the player
presses button A, a slashing metal sound is emitted from its
respective speaker. Similarly, when the player presses button
B, a gunshot sound is emitted from its respective speaker.
Optionally, the sounds are outputted generally simulta-
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neously with respective video images of a swinging sword
and a firing gun. In alternative embodiments, a button can
include more than one speaker.

In yet other alternative embodiments, buttons can make
sounds to attract the player’s attention. For example, a button
can repeatedly ask the player to “Press Me, If You Want To
Win.”

Each of these embodiments and obvious variations thereof
is contemplated as falling within the spirit and scope of the
claimed invention, which is set forth in the following claims.

What is claimed is:

1. A user-input button operably connected to a gaming
device, the button comprising:

a movable member configured to activate a function of the

gaming device;

a variable display device including a plurality of pixels
displaying one or more images to a player by emitting
light through the movable member, the one or more
images associated with at least one of the function of the
user-input button and a state of the gaming device; and

a controller coupled to the variable display device and
programmed to:
track accumulated display times of the pixels of the

plurality;
calculate optical output degradation of the pixels due to
the accumulated display times in accordance with
predetermined degradation data;
based on the calculated degradation, compensate for the
degradation by at least one of
(a) increasing optical output of at least some of the
pixels of the plurality that have high calculated
degradation, and
(b) decreasing optical output of at least some of the
pixels of the plurality that have low calculated deg-
radation.

2. The user-input button of claim 1, wherein the controller
compensates for the degradation by both increasing and
decreasing the optical output of the respective pixels in accor-
dance with the calculated degradation of the respective pixels.

3. The user-input button of claim 1, wherein each pixel of
the plurality of pixels operates at a plurality of optical output
levels in addition to a standard lit state and a standard off state.

4. The user-input button of claim 3, wherein to increase the
optical output comprises operating the highly degraded pixels
at a higher optical output level than a standard lit state, and to
decrease the optical output comprises operating the less
degraded pixels at an optical output level that is lower than the
standard lit state and higher than a standard off state.

5. The user-input button of claim 4, wherein the increased
and decreased optical output levels correspond to the calcu-
lated degradation of the respective pixels of the plurality.

6. The user-input button of claim 1, wherein the increased
optical output causes the highly degraded pixels to emit more
light, and the decreased optical output causes the less
degraded pixels to emit less light, such that the overall optical
output of the variable display device appears uniform.

7. The user-input button of claim 1, wherein the controller,
while compensating for the degradation, is further pro-
grammed to display an animated sequence on the variable
display device, the animated sequence including alternating
between a first set of illuminated pixels and at least a second
set of illuminate pixels.

8. The user-input button of claim 1, wherein the controller,
while compensating for the degradation, is further pro-
grammed to simulate movement of the one or more images on
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the variable display device such that different pixels of the
plurality of pixels display a same portion of the one or more
images at different times.
9. The user-input button of claim 1, wherein the variable
display device is selected from a group consisting of an
organic-light-emitting-diode display device and a plasma dis-
play device.
10. The user-input button of claim 1, wherein the state of
the gaming device is a game being played on the gaming
machine, and wherein the one or more images are associated
with the game being played on the gaming device.
11. A computer-implemented method of extending life of a
user-input button of a gaming machine, the user-input button
having movable member, a variable display device including
a plurality of pixels, and one or more processors coupled to
the display device, the method comprising:
displaying, via the variable display device, one or more
images by causing one or more pixels of the plurality of
pixels to emit light through the movable member, the one
or more images associated with at least one of a function
of the user-button and a state of a gaming device;

tracking, via the one or more processors, accumulated dis-
play times of the pixels of the plurality of pixels,

calculating, via the one or more processors, optical output
degradation of the pixels due to the accumulated display
times in accordance with predetermined degradation
data;

based on the calculated degradation, compensating for the

degradation by at least one of

(a) increasing optical output of at least some of the pixels
of'the plurality that have high calculated degradation,
and

(b) decreasing optical output of at least some of the
pixels of the plurality that have low calculated degra-
dation.

12. The method of claim 11, wherein compensating for the
degradation includes both increasing and decreasing the opti-
cal output of the respective pixels in accordance with the
calculated degradation of the respective pixels.

13. The method of claim 11, wherein each pixel of the
plurality of pixels operates at a plurality of optical output
levels in addition to a standard lit state and a standard off state.

14. The method of claim 13, wherein increasing the optical
output comprises operating the highly degraded pixels at a
higher optical output level than a standard lit state, and
decreasing the optical output comprises operating the less
degraded pixels at an optical output level that is lower than the
standard lit state and higher than a standard off state.

15. The method of claim 14, wherein the increased and
decreased optical output levels correspond to the calculated
degradation of the respective pixels of the plurality.

16. The method of claim 11, wherein the increased optical
output causes the highly degraded pixels to emit more light,
and the decreased optical output causes the less degraded
pixels to emit less light, such that the overall optical output of
the variable display device appears uniform.

17. The method of claim 11, wherein the one or more
processors, while compensating for the degradation, simulate
movement of the one or more images on the variable display
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such that different pixels of the plurality of pixels display a
same portion of the one or more images at different times.
18. The method of claim 11, wherein the variable display
device is selected from a group consisting of an organic-light-
emitting-diode display device and a plasma display device.
19. The method of claim 11, wherein the state of the gam-
ing machine is a game being played on the gaming machine,
and wherein the one or more images are associated with the
game being played on the gaming machine.
20. A computer-readable, non-transitory medium includ-
ing instructions that, when executed by a gaming machine
including a user-input button having movable member, a vari-
able display device including a plurality of pixels, and a
controller coupled to the display device, cause the gaming
machine to perform the method comprising:
displaying, via the variable display device, one or more
images by causing one or more pixels of the plurality of
pixels to emit light through the movable member, the one
or more images associated with at least one of a function
of the user-button and a state of the gaming machine;

tracking, via the controller, accumulated display times of
the pixels of the plurality of pixels,

calculating, via one or more processors, optical output

degradation of the pixels due to the accumulated display
times in accordance with predetermined degradation
data;

based on the calculated degradation, compensating for the

degradation by at least one of

(a) increasing optical output of at least some of the pixels
of' the plurality that have high calculated degradation,
and

(b) decreasing optical output of at least some of the
pixels of the plurality that have low calculated degra-
dation.

21. The medium of claim 20, wherein compensating for the
degradation includes both increasing and decreasing the opti-
cal output of the respective pixels in accordance with the
calculated degradation of the respective pixels.

22. The medium of claim 20, wherein each pixel of the
plurality of pixels can operate at a plurality of optical output
levels in addition to a standard lit state and a standard off state.

23. The medium of claim 22, wherein increasing the optical
output comprises operating the highly degraded pixels at a
higher optical output level than a standard lit state, and
decreasing the optical output comprises operating the less
degraded pixels at an optical output level that is lower than the
standard lit state and higher than a standard off state.

24. The medium of claim 23, wherein the increased and
decreased optical output levels correspond to the calculated
degradation of the respective pixels of the plurality.

25. The medium of claim 20, wherein the increased optical
output causes the highly degraded pixels to emit more light,
and the decreased optical output causes the less degraded
pixels to emit less light, such that the overall optical output of
the variable display device appears uniform.

26. The medium of claim 20, wherein the state of the
gaming machine is a game being played on the gaming
machine, and wherein the one or more images are associated
with the game being played on the gaming machine.
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